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[ How to read the move lists ] 

Move 

The name of the technique. The number next to the move indicates the order in which it appears 
in a combo. 

Status 

Indicates the status of a character after the move is performed. 

There are a number od status indicators: "Back"( facing backwards ),"Bokuho"( Bokuho ),"Lay" 

(lying down ),"Dokuritsu"( Dokuritsu-Ho ),"Kasenko"( Kasenko), and "Dokuja"( Dokuja-Fujin). 

A blank indicates the character will face forward after the move. 

Command 

The command input necessary to perform the move (assumes the character is facing right). 

Push the pad/stick in that direction ^ Hold the pad/stick in that direction 

(0) The Punch / The Y button on the controller The Kick / The B button on the controller 

0 The Free / The X button on the controller QB The Appeal / Right Bumper on the controller 

+ Press the buttons at the same time • Leave a short pause 

(SB By pressing and holding the button, you can perform a Charge Attack 

Attribute 

Indicates the attack area attribute of the move: High, Middle, or Low. Multiple attributes in 
parentheses (High, High) indicate a stable-attribute combo attack. 

For throws, this variable indicates the area attribute, as well as whether the throw is used to the 
front or back of an enemy. It also indicates if the throw is a derivative throw (Deriv.) or a 
wall-based throw (Wall). 

Frame 

This variable indicates the following (from the left): initial time (the time it takes before hit 
detection becomes active), duration time (the length of time that hit detection occurs), and 
inactive time (the length of time that a character remains uncontrollable after the duration of 
the move). 

These numbers are indicated in frames; 1 frame equals one sixtieth of a second. 

Damage 

The amount of damage caused by the move. 
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Hit Indicates the difference in inactive time between two characters when a move successfully hits. 

[ for instance, a "2" means that the character who performed the move will be inactive for 2 frames 
longer than the character that was hit. ] 

The "x" indicates that the receiving character will be knocked down, while "Cr" means that the 
move triggers a critical hit even when it is landed normally. 

Guard Indicates the difference in inactive time between two characters when a move is blocked. 

[ for instance, an "11" means that the character who performed the move will be inactive for 11 
frames longer than the character that blocked. ] 

GB (Guard Break) indicates moves that can break through a block. Even if the defending 
character blocks, a critical hit will occur. 

Hold Indicates which Hold countermove is effective against the move. "Divert" indicates that the move 
will be diverted away and the defending character will end up behind the attacker. 

Inactive Indicates the difference in inactive time between two characters when a throw or Hold move is 
successful. 

[ for instance, a "16" means that the character who was successful in the throw can move 16 frames 
earlier. ] 

Def. Fall Indicates if a defensive fall is possible or not. 

Floor Indicates whether or not the move will trigger a floor-based danger zone explosion. 

Wall Indicates whether or not a throw move will change if it is performed near a wall. 

[ "Front" if the wall is in front, "Back" if it is in back. ] 

Close Indicates the presence of a "close hit" property. If this is present, the blow will cause more 
damage than usual if the characters are right next to each other. 

Flying Distance of flight to wall. If the nearest wall is within the distance (in meters) indicated here, 
a successful hit will cause the victim to be slammed into the wall, triggering the wall hit 
animation. 

[ "Back" if the wall is in back. ] 

Down Blows that can hit opponents when they are down. 
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Basic Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Shosui 


® 

High 

10(2)14 

10 

1 

2 

High P 


- 

- 

Tansuiso 


£1® 

Middle 

15(2)23 

18 

5 

6 

Middle P 


- 

- 

Kishitsu 



Low 

13(2)20 

5 

0 

4 

Low P 


- 

• 

Tokyaku 


o 

High 

15(3)21 

28 

Cr 

3 

High K 


1 (Counter) 

- 

Tankyaku 


C3® 

Middle 

15(3)21 

25 

Cr 

8 

Middle K 


1 (Counter) 

- 

Tantei 


o© 

Low 

15(2)26 

10 

12 

13 

Low K 


- 

• 


Back-Facing Blows 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

© Shussho 


® 

High 

14(2)23 

10 

10 

10 

High P 


- 

- 

© Hekisho 


®® 

(High, Middle) 

10(2)35 

14 

Cr 

16 

Middle P 


- 

- 

© Kenpo-Sho 


®®o 

(High, Middle) High 

24(2)24 

34 

X 

5 

High P 


3 

- 

© Shutsuran-Sui 


® 0 >® 

High High 

14(3)20 

17 

Cr 

4 

High P 


- 

- 

© Shutsuran-Suiho 


® 0 >®® 

High High High 

24(4)23 

23 

Cr 

6 

High P 


1 (Counter) 

- 

© Ren-Dakai 


®©o©o 

High High Middle 

28(3)19 

30 

X 

6 

Middle P 


3 

- 

© Ryoin-Kada 


0® 

Middle 

19(3)20 

22 

Cr 

8 

Middle P 


- 

- 

© Shinko-Kyaku 


©®® 

Middle Middle 

16(2)23 

25 

Cr 

8 

Middle K 


1 (Counter) 

- 

© Shinko-Hanko 


©®®® 

Middle Middle Middle 

21(5)22 

24 

Cr 

8 

Middle P 


1 

• 

© Shinko-Tenho 


©O®©® 

Middle Middle Low 

23(3)22 

15 

Cr 

10 

Low P 


- 

• 

© Shinko-Kaishu 


©®®o 

Middle Middle High 

18(3)27 

28 

Cr 

9 

High K 


2 

- 

© Shinko-Renshu 

Back 

©®o©o 

Middle Middle Middle 

18(3)17 

28 

Cr 

7 

Middle K 


1 

• 

Tenshin-Kishitsu 


^® 

Low 

18(3)14 

12 

-2 

1 

Low P 


- 

• 

Gaihai-Tai 


o 

High 

14(3)31 

24 

Cr 

13 

High K 


1 

- 

Tantei 


0© 

Middle 

18(2)26 

28 

Cr 

8 

Middle K 


1.5 

- 

©Tenshin-Bokutai 


o© 

Low 

17(3)23 

18 

9 

11 

Low K 


- 

• 

©Tenshin-Tenho 


^©®® 

Low Middle 

15(3)29 

20 

Cr 

11 

Middle P 


2 

- 

©Tenshin-Rentai 


o®@ 

Low Low 

18(2)24 

18 

Cr 

11 

Low K 


- 

• 

Teppo-Tanyoku 


®+® 

Middle 

17(2)32 

35 

Cr 

4 

Middle P 


2 

- 

Haisei-Jiro-Tanzan 


o®+® 

Middle 

19(3)25 

25 

X 

8 

Middle P 


1 

• 


Jumping Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Honshin-Hosui 


During a forward jump 

® 

Middle 

19(4)25 * 1 

15 

Cr 

~12 

Jumping Middle 

P 


- 

- 

Honshin-Tankyaku 


During a forward jump 

o 

Middle 

24(4)28 * 1 

30 

X 

~15 

Jumping Middle 

K 


1 

- 

Shogi-Chu 


After landing from a forward jump 

® 

Middle 

51(3)18 

24 

Cr 

5 

Middle P 


1.5 

- 

© Sho-Bokutai 


After landing from a forward jump 

o 

Low 

51(2)24 

18 

9 

11 

Low K 


- 

• 

© Tsuhai-Shiki 


After landing from a forward jump 

o® 

Low Middle 

17(3)29 

20 

Cr 

11 

Middle P 


2 

- 

© Bokutai 


After landing from a forward jump 

®@ 

Low Low 

20(2)24 

18 

Cr 

11 

Low K 


- 

• 


^ 1 At fastest 


2 
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Get-Up Attacks 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Rising High Kick 


Face up, feet to enemy 

4 © 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face up, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face up, feet to enemy 

4 © 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face down, feet to enemy 

4 © 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face down, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face down, feet to enemy 

4 © 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face up, head to enemy 

4 © 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face up, head to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face up, head to enemy 

4 © 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face down, head to enemy 

4 © 

High 

33(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face down, head to enemy 

© 

Middle 

33(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face down, head to enemy 

4 © 

Low 

32(4)16 

20 

Cr 

8 

Low K 


- 

• 

Shinso-Kizan-Ko 


Face down, head to enemy 

© + © 

Middle 

26(3)22 

30 

X 

8 

Middle P 


1 

- 


Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

© (Shosui) 


© 

High 

10(2)14 

10 

1 

2 

High P 

- 

- 

- 

© Junho-Sui 


©@ 

(High, High) 

11(2)16 

10 

3 

4 

High P 

- 

- 

- 

© Shoten-Sho 


©©© 

(High, High) High 

23(2)30 

37 

X 

4 

High P 

- 

2.5 

- 

©Tanyoku-Cho 


®®c>® 

(High, High) Middle 

19(2)22 

24 

Cr 

5 

Middle P 

- 

1 (Counter) 

- 

© Junho-Kikyaku 


®®o 

(High, High) Middle 

22(3)29 

23 

Cr 

13 

Middle K 

- 

- 

- 

© Junho-Kisui 


®®o® 

(High, High) Middle Low 

25(3)20 

20 

Cr 

11 

Low P 

- 

- 

• 

® Junho-Rentai 


®®o© 

(High, High) (Middle, High) 

10(3)27 

23 

Cr 

11 

High K 

- 

1 

- 

© Bantei-Renga 


®®o© 

(High, High) Low 

19(2)24 

18 

9 

11 

Low K 

- 

- 

• 

® Bantei-Rensui 


®®^>o® 

(High, High) Low Middle 

17(3)29 

20 

Cr 

11 

Middle P 

- 

2 

- 

® Bantei-Shoka 


®®o©o 

(High, Middle) Low Low 

20(2)24 

18 

Cr 

11 

Low K 

- 

- 

• 

© Shinso-Tankyaku 


®o 

High Middle 

16(3)21 

25 

Cr 

8 

Middle K 

- 

1 (Counter) 

- 

© Shinso-Hansoko 


®o® 

High Middle Middle 

22(3)23 

24 

Cr 

9 

Middle P 

- 

1 

• 

© Shinso-Hosui 


®o^® 

High Middle Low 

23(3)22 

15 

Cr 

10 

Low P 

- 

- 

• 

© Shinso-Tankai 


®o© 

High Middle High 

18(3)27 

28 

Cr 

9 

High K 

- 

2 

- 

© Shinso-Tanren 

Back 

®o©o 

High Middle Middle 

18(3)17 

28 

Cr 

7 

Middle K 

- 

1 

• 

©Tanshotei 


®^>© 

High Low 

14(2)26 

10 

12 

13 

Low K 

- 

- 

• 

©Tansho-Tenho 


®^o® 

High Low Middle 

16(2)24 

26 

Cr 

6 

Middle P 

- 

2.5 

- 

© Kyuho-Chochu 


c>® 

Middle 

12(3)23 

20 

11 

12 

Middle P 

- 

- 

- 


3 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

© Oken 


©®® 

Middle Fligh 

14(3)22 

18 

Cr 

8 

High P 

- 

- 

- 

© Sunsui 


©>®®® 

Middle High Middle 

18(2)33 

28 

Cr 

12 

Middle P 

- 

1 (Counter) 

- 

© Kyuho-Rensui 


c>oo© 

Middle Middle 

19(2)23 

24 

Cr 

7 

Middle P 

- 

1.5 

- 

Ryogi-Chu 


©c>® 

Middle 

14(3)18 

24 

Cr 

5 

Middle P 

• 

1.5 

- 

© Kosui 


©c>® 

High 

17(3)21 

25 

Cr 

6 

High P 

- 

1 (Counter) 

- 

© Chikoryu 


00©@ 

(High, Middle) 

14(3)27 

24 

Cr 

11 

Middle P 

- 

1.5 

- 

© (Tansuiso) 


Cl® 

Middle 

15(2)23 

18 

5 

6 

Middle P 

- 

- 

- 

© Koryu-Shiki 


Cl®® 

Middle High 

20(2)26 

14 

Cr 

10 

High P 

- 

- 

- 

© Koryuyo 


Cl®®® 

Middle High High 

23(2)28 

14 

Cr 

11 

High P 

- 

1 (Counter) 

- 

© Hekisho 


©® 

Low 

19(3)18 

12 

4 

8 

Low P 

- 

- 

• 

© Koda 


©®® 

Low High 

23(3)19 

22 

Cr 

8 

High P 

- 

1 (Counter) 

- 

© Hekisho-Renga 


1C®®® 

Low High Low 

20(3)23 

12 

Cr 

8 

Low P 

- 

- 

• 

© Hekisho-Yokuchu 


©®®C>® 

Low High Middle 

19(3)22 

22 

Cr 

6 

Middle P 

- 

1 (Counter) 

- 

© Hakuja-Toshin 


©® 

High 

15(2)14 

16 

Cr 

5 

High P 

- 

- 

- 

© Bantei-Senshu 


©®® 

High High 

15(3)30 

16 

Cr 

12 

High P 

- 

1 (Counter) 

- 

© Kaimon-Chu 


©®®® 

High High Middle 

21(3)28 

24 

Cr 

12 

Middle P 

- 

1 (Counter) 

- 

© Bantei-Renga 


©®®o® 

High High Low 

23(2)23 

20 

9 

10 

Low K 

- 

- 

• 

® Bantei-Rensui 


©®®oo® 

High High Low Middle 

15(3)29 

20 

Cr 

11 

Middle P 

- 

2 

- 

@ Bantei-Shoka 


©®®©o® 

High High Low Low 

18(2)24 

18 

Cr 

11 

Low K 

- 

- 

• 

© Honran-Sui 


o® 

High 

16(3)20 

17 

Cr 

4 

High P 

- 

- 

- 

©Tsutenho 



High High 

26(4)23 

23 

Cr 

6 

High P 

- 

1 (Counter) 

- 

© Dakai 


-c>©o© 

High Middle 

30(3)19 

30 

X 

6 

Middle P 

- 

3 

- 

Unshoshu 


DO 

^ Diverting Attack 

High 

2[10] 11(2)26 

18 

Cr 

7 

High P 

- 

1 (Counter) 

- 

©Tanma-Sho 


<c® 

High 

15(2)24 

10 

8 

9 

High P 

- 

- 

- 

© Tanma-Rensho 


©®® 

(High, High) 

8(2)15 

10 

3 

3 

High P 

- 

- 

- 

© Tanma-San-Rensho 


<c®®® 

(High, High, High) 

11(3)14 

10 

3 

3 

High P 

- 

- 

- 

® Moko-Kohazan 


©®®®® 

(High, High, High) Middle 

16(3)23 

28 

Cr 

3 

Middle P 

- 

3 

- 

© Tanma-Rencho-Chu 


©®®©® 

(High, High) Middle 

19(2)23 

24 

Cr 

5 

Middle P 

- 

1 (Counter) 

- 

© Gyakuen-Kyaku 


©®@ 

High Low 

16(2)26 

16 

12 

13 

Low K 

- 

- 

• 

© Gyakuen-Hanko 


©®®® 

High Low Middle 

21(3)23 

26 

Cr 

6 

Middle P 

- 

2.5 

- 

Tosho 


ocic>® 

Middle 

21(2)24 

30 

Cr 

5 

Middle P 

- 

3 

- 

Takusho-Shinkyaku-Sosui 


dtc<c® 

Middle 

18(2)34 

40 

X 

7 

Middle P 

• 

3.5 

- 

© Fukkoho 


Cl Cl® 

Middle 

21(2)24 

22 

Cr 

10 

Middle P 

- 

1 (Counter) 

- 

© Fukko-Hochu 


Cl Cl®® 

Middle Middle 

22(2)22 

24 

Cr 

5 

Middle P 

- 

1 (Counter) 

- 

© (Tankyaku) 


Cl® 

Middle 

15(3)21 

25 

Cr 

8 

Middle K 

- 

1 (Counter) 

- 

© Fiansoko 


CIO® 

Middle Middle 

22(3)23 

24 

Cr 

10 

Middle P 

- 

1 

• 

© FHosui 


ClOO® 

Middle Low 

23(3)22 

15 

Cr 

10 

Low P 

- 

- 

• 

©Tankai-Kyaku 


Cl®® 

Middle High 

18(3)27 

28 

Cr 

9 

High K 

- 

2 

- 

©Tanren-Kyaku 

Back 

Cl®©® 

Middle Middle 

18(3)17 

28 

Cr 

7 

Middle K 

- 

1 

• 

© (Tantei) 


<>© 

Low 

15(2)26 

10 

12 

13 

Low K 

- 

- 

• 

©Tantei-Tenho 


©o® 

Low Middle 

16(2)24 

26 

Cr 

6 

Middle P 

- 

2.5 

- 

© Kikyaku 


©o 

Middle 

19(3)29 

23 

Cr 

13 

Middle K 

- 

- 

- 

While crouching 

© 

© Chozan-Flosui 


©o® 

Middle Low 

25(3)20 

15 

Cr 

11 

Low P 

- 

- 

• 

© Renkan-Tai 


©®o 

(Middle, High) 

10(3)27 

23 

Cr 

11 

High K 

- 

1 

- 


4 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

Haika-Tai 

Back 

©© 

Middle 

18(4)23 

28 

Cr 

11 

Middle K 

- 

1 

• 

© Satei 


c>o 

(High and Low) 

18(3)25 

10+10 

8 

10 

High P 

Low K 

- 

1.5 

• 

While running 

© 

© Kakuda-Chochu 


c>©@ 

(High and Low) Middle 

18(3)22 

24 

Cr 

5 

Middle P 

- 

1 (Counter) 

- 

© Kontei 

Back 

©© 

Low 

18(2)25 

15 

11 

12 

Low K 

- 

- 

• 

© Kontei-Renkyaku 


©©© 

Low Middle 

15(2)24 

25 

Cr 

8 

Middle K 

- 

1 (Counter) 

- 

© Kontei-Hansoko 


©©©© 

Low Middle Middle 

21(5)22 

24 

Cr 

9 

Middle P 

- 

1 

• 

© Kontei-Hosui 


©©©©© 

Low Middle Low 

23(3)22 

15 

Cr 

10 

Low P 

- 

- 

• 

© Kontei-Renkai 


©©©© 

Low Middle High 

18(3)27 

28 

Cr 

9 

High K 

- 

2 

- 

© Kontei-Renshu 

Back 

©©©<©© 

Low Middle Middle 

18(3)17 

28 

Cr 

7 

Middle K 

- 

1 

• 

Ho-O-Sho 


©+© 

High 

22(4)24 

24 

Cr 

5 

High P 

- 

1 (Counter) 

- 

Geimon-Sanfuko 


©>©+© 

(Middle, Middle, High) 

16(2)2(2) 

15(3)27 

8+8 

18 

Cr 

8 

Middle P 

Middle P 

High P 

- 

1 

- 

© Hotei 


©®+© 

X Diverting Attack 

Middle 

9[10]7(2)20 

26 

Cr 

10 

Middle P 

- 

1 

- 

© Hoteiyo 


©© + ©© 

Middle High 

20(2)26 

14 

Cr 

9 

High P 

- 

- 

- 

© Hotei-Hisho 


©©+©©© 

Middle High High 

23(2)28 

14 

Cr 

9 

High P 

- 

1 (Counter) 

- 

© Hotei-Yokucho 


£1© + ©©® 

Middle Middle 

22(2)22 

24 

Cr 

5 

Middle P 

- 

1 (Counter) 

- 

© Raitei-Kozan 


£®+©®+© 

Middle Middle 

27(3)25 

40 

X 

8 

Middle P 

- 

1 

• 

Kariho 


<£© + © 

High 

19(3)23 

25 

Cr 

9 

High P 

- 

- 

- 

Heisui-Ko 


©© + ©< 3 ® 

Middle 

39-77(3)33 

40-60 

X 

GB 

Middle P 

- 

4 

- 

Jiro-Tanzan 

Back 

o©+© 

Middle 

19(2)26 

25 

X 

8 

Middle P 

- 

1 

• 

Soho-Ko 


££©+© 

Middle 

21(3)23 

25 

X 

6 

Middle P 

- 

1 

- 

© Bokutai 


£© + © 

Low 

14(2)24 

18 

9 

11 

Low K 

- 

- 

• 

©Tsuhai-Shiki 


o®+©® 

Low Middle 

17(3)29 

20 

Cr 

11 

Middle P 

- 

2 

- 

© Bokuchi-Rentai 


o®+©© 

Low Low 

20(2)24 

18 

Cr 

11 

Low K 

- 

- 

• 

Tenzan-Ko 


©£® 

Middle 

29(2)36 

25 

Cr 

4 

Middle P 

- 

2.5 

- 


Suzaku-Tensho 


While jumping over obstacle 

© 

Middle 

40(5)11 * 1 

15 

Cr 

GB 

Jumping Middle 

P 

- 

- 

- 

Suzaku-Tenkyaku 


While jumping over obstacle 

© 

Middle 

37(8)21 * 1 

30 

X 

GB 

Jumping Middle 

K 

- 

3 

- 


X 1 At fastest 


Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Kyoko 


® + ® 

High Front 

5(2)23 

40 

— 

• 

• 

— 

Front 


Hakkaku-Chuten 


When enemy's back faces a slope 

© + ® 

High Front 

5(2)23 

•X 2 

— 

— 

— 

— 

— 


Hao-Sekko 


When back faces a slope 

© + ® 

High Front 

5(2)23 

X 2 

— 

— 

— 

— 

— 


Suiso-Bogetsu 


o©o®+® 

High Front 

OH 

17(3)30 

45 

— 

• 

• 

— 

Front 


Bantei 


©®+® 

High Front 

10(2)25 

20 

7 

— 

— 

Back 

— 


Sekiheki-Osen 


Next to wall 

©® + ® 

Wall 

10(2)25 

20+35 

— 

— 

— 

— 

— 
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Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Takuso-Shiki 


c>®+® 

High Front 

7(2)24 

48 

— 

• 

• 

Front 

Front 


While jumping 

® + ® 

44(2)24 

Sokuheki-Tenga 


Next to wall 

©® + ® 

Wall 

7(2)24 

58 

— 

• 

— 

— 

— 


© Yoshi-Senrin 



High Front 

12(2)26 

30 

0 

— 

— 

— 

— 


© Rokuko-Ko 


During Yoshi-Senrin 

Deriv. 

— 

15 

— 

— 

— 

— 

— 


© Shinso-Kaimon 


During Rokuko-Ko 

© c>©+® 

Deriv. 

— 

20 

— 

• 

• 

— 

Side 


© Heichu 


®®®+® 

High Front 

16(4)25 

— 

15 

— 

— 

— 

— 



8(4)31 

— 

— 

— 

— 

©®o®+® 

8(4)31 

— 

— 

— 

— 


8(4)31 

— 

— 

— 

— 

To enemy behind 

©®# + ® 

6(4)37 

— 

— 

— 

— 


19(4)25 

— 

— 

— 

— 

© Haiho-Eiko 


During Heichu 

® + ® 

Deriv. 

— 

30 

— 

• 

• 

— 

Side 


Yohiko 



High Front 

24(3)28 

30 

15 

— 

— 

— 

— 


d®® + ® 

24(3)28 

— 

— 

— 

— 

Chubesshi 


To enemy's back 

® + ® 

High Back 

5(2)23 

60 

— 

• 

• 

— 

— 


Moko-Hazan 


To crouching enemy 

£1<0 + ® 

Low Front 

OH 

10(3)30 

30 

20 

— 

— 

— 

— 


Hao-Hanto 


To crouching enemy 

o®+® 

Low Front 

5(2)22 

52 

— 

— 

• 

— 

— 


To crouching enemy, 
while jumping 

o®+® 

42(2)22 

Katai-Ansho 


To crouching enemy's back 

Low Back 

5(2)22 

65 

— 

— 

• 

— 

— 



^ 2 The damage of slope-based throws is dependent on the length of the slope. 


Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Choyo-Shu 


Against a high punch 

C© 

High P 

0(22)8 

25+30 

— 

— 

• 

— 

Front 


Kokkotei 


Against a high Kick 

High K 

0(22)8 

30+20 

— 

• 

• 

— 

— 


Gaimen-Chu 


Against a middle punch 

Middle P 

0(22)8 

55 

— 

• 

— 

— 

Front 


Ryotenchi 


Against a middle kick 

c>® 

Middle K 

0(22)8 

55 

— 

• 

— 

— 

Front 


Tepposo 


Against a low punch 

Low P 

0(22)5 

55 

— 

— 

• 

— 

— 


Sohaku-Shu 


Against a low kick 

Low K 

0(22)5 

55 

— 

• 

— 

— 

Front 
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Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Ho-O-Chu 


Against a jumping punch 

0® 

Jumping P 

0(22)8 

40+20 

— 

— 

• 

— 

— 


Unhei-Sui 


Against a jumping kick 

O® 

Jumping K 

0(22)8 

30 

— 

• 

• 

— 

— 



Down Attacks 

Move 


Command 


Frame 

Damage 







Shoho-Sui 


To knocked-down enemy 

o®+® 


39(5)59/49 

18 








The inactive time frames are listed as (successful/unsuccessful). 


Special Moves 

Move 


Command 


Frame 

Damage 

Hit 

Guard 

Hold 




Taunt 1 


oc>^®+®+® 


65 

— 

— 

— 

— 




a 

Taunt 2 


oo®+®+® 


87 

— 

— 

— 

— 




0>C32S5or</CSSB 


Tag Throws 


Move | | Command | Attribute | Frame | Damage | Inactive | Def. Fall | Floor | Wall | Flying 


Unique Tag Throws 


Sanjusan-Gen-Geri 


Teamed with Hitomi 

® + ® 

High Front 

5(2)23 

70 

— 

— 

• 

— 

Front 


Gojuno-To-Guruma 


Teamed with La Mariposa 

® + ® 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

— 


Kosoku-Shutai 


Teamed with Eliot 

® + ® 

High Front 

5(2)23 

20+20+30 

— 

— 

• 

— 

— 


Daimonji-Nage 


Teamed with Ayane 

® + ® 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

— 


Arashiyama-Ranbu 


Teamed with Hayate 

® + ® 

High Front 

5(2)23 

25+5+10 

+20+10 

— 

— 

• 

— 

— 


Basic Tag Throw 

Suiso-Bogetsu 


When partner presses 

®+® * 3 

High Front 

* 4 

55 

— 

• 

• 

— 

— 



^ 3 The basic tag throw is performed when the tag partner does not have a unique tag throw with the character. 


^ 4 Depends on tag partner. 
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